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LET’S SMASH SKULLS 


WARHAMMER 
FANTASY BATTLE 
RULES enable you to 
re-create fantastic 
battles on the table 
top. Players take 
command of power- 
ful armies, cunning 
wizards and mighty 
heroes in a world 
where magic works 
and the nightmare 
creatures of legend 
are deadly real. 


The box contains 
three rules books — 
COMBAT, BATTLE 
MAGIC and 
RATTIR 
BESTIARY; charac- 
ter cards, a playsheet 
and an introductory 
scenario - The 
Magnificent Sven. 


THE NEW SECOND 
EDITION FEATURES A 
COMPLETELY REVISED 
AND EXPANDED KULES 
SYSTEM 


ha Priel 


WARHAMMER is published by CITADEL MINIATURES, Chewton St., Eastwood, Noe andis 
ayailable in better shops everywhere. In the USA, please contact GAMES WORKSHOP (US), 91101 
Red Branch Road, Columbia, MD 21045. 
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WELCOME TO THE THIRD CITADEL COMPENDIUM 


Yet again the never-resting entrails of the Citadel Beast have Compendium Selection - Citadel produce many more for each 
heaved forth a new edition of The Citadel Compendium. This Individual code. You ean find out about additional models only by 
edition is our most heavily Ullustrated yet, simply brimming with Keeping a close watch on your retailer's stock, and by keeping up to 
‘new and redesigned models. Citadel miniatures are made for Gate via the Citadel Journal magazine, The Journat ix published 
gamers and collectors, each and every model Is hand-crafted by out irregulary, approximately four times a yoar, and contains n host of 
Tnfamous design zombles and brought to you via the machinations articles on gaming, modelling and oll aspects of fantaty. models. 
of our dedicated, hard-working and hardly-maltreated-at-all staf. The Journal alsa illustrates a selection of new models for tho 
‘The Compendium is published once @ year, forming a catalogue of Compendium ‘Selection, enabling you to keep abroast of nev 
Citadel miniatures that will remain available throughout that year. evolopments in the fantasy field. 

This edition will remain good for the whole of 1986 - or until we 

decide to publish a new edition (probably around the back-end of We hope that you'll enjoy the Citade 


Compendium, If you have 


‘tho yoar).. This Compendium replaces the previous edition, and any Ideas for new models, games or articles why not drop us a line? 
models illustrated in the old eatalogue, but not in this one, may no Sadly, we are unable to reply to every single letter we receive, but 
longer be available: unfortunately, our moulds have only’ a short welll 60 our best: an S.A.E. hnlps. 50, don't dolay - your ideas may 
life’ span, and it Ie not possible’ to keep models in production help shape the future of fantasy models and games. Similarly, let 


forever. Us have your letters and artwork for publieation ~ if we like your 
Contribution well print it in a future Journal or Compendium for 


In addition to the models everyone to see. 
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INTRODUCTION 
‘Welcome tothe third Citade! Compedins 


CONTENTS 


ALL BEER AND SKITTLES 
How 


wild fantasy inn by Gary Chalk 
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HOW TO BUILD A FANTASY INN 
By Gary Chalk 


THE REASON WHY 


Fantasy literature is ful of inns and taverns. The Prancing Pony at 
Bren, Lankmar's Silver Col and the Vulgar Unicom in Santuary's 
Maze are all unique and yet all resemble each other in one respect 
= Uhoir clientele. Thieves go to a tavern to plot, wizards to seek 
fut information, and adventurers to hang about, look macho andy 
hopefully, get hired. Anyone wha Ix anyane will, at some time or 
another, tie up his horse outside and swagger in to the taproom 
calling for ale. 


As the fantasy inv seos sq much traffic, it's quite © useful model 
for  role-player or tabletop general to possess. Ax well at 
providing a verue for the ever popular bar-roam brawl, It can 
provide a (relatively) sate haven during the Blacke-Rider reason ant 
give an encumbered adventurer a chance to part with some of his 
ash. As virtually any tabletop town oF village will contain an ina, 
the Warhammer general can use such a building mony times to 
provide a varied ranga of battle scenarios. 


Alcoholic troops will find a tavern's well-stocked bar far more 
fattractive than fighting the enemy. Whether, as a genera, you 
would regard thit as an annoyance or a welcome distraction will 
dopend on the troops under your command. Who In the Northtands 
‘will over forget the chaos at the Battle of Bugman's Brewery. 


‘A neutral inn, stuck in the middle of a hotly-contested battlefield 
can make for’an interesting and unduat three-coraered game, with 
the inn-keeper and his quests taking on troops from the opposing 
armies. This would be expecially true of an inn whoee cellars (use 
floorplans and a map) extended in all directions under the table. 
Blood-crazed tapsters and quests could pop up from concealed 
entrances all over the place, while intruders entering the little- 
lused tunnels and vaults might find sll sorts of strange beasts 
lurking there, 


PLANNING 


Bofore you rush to your work-benches, the light of creativity 
‘burning brightly in your eye, it is best to’ do a little planning. Jat 
down a few notes under the following headings: 


Size, Work out the overall size of the model first, The tavera in 
the photographs is approximately 23 inches aquare, the size of one 
of my terrain modules. Someone making theit first building would 
bbe well advised to try something a little more modest, Once you 
hhave decided the overall size, you can then work out the number of 
rooms that ean be accommodated within the space, Tt ts better to 
hhave-a few relatively large rooms rather than a Tot of small ones at 
1 figure's base can take up an awful lot of space. A emall tavern 
could have as few aa three rooms: the bar itself, @ kitehon and the 
‘owner's living room ~ plus, perhaps, a privy out the back. “One last 
thing to remember about the size of your. model is that when It is 
finished you have to have somewhere to put it. Don't make a 
‘model larger than your storage space. 


The Base. The base of your model should fit in with the rost of 
your wargarnes scenery, Bath from the point of view of colour and 
General texture, My inn was basad on 11" chipboard wo aro my 
‘other terrain modules. Smaller models could. use plywood or 
hardboard. Don't use cued for the bave of any model of this size, a8 
‘it will warp and curl up at the edges. The stronger the base, the 
stronger the whole model will be. 


Time. The larger the model, the longer it wil! take to complete. If 
you don’t havea lot of time, make a small building. You can't use 
an unfinished model and the longer It Is left unfinished the more 
Tikely you are to lose interest in it. 


Style. As you can see from the photographs, ‘The Man in the Moon! 
is built in a western-ouropean medieval style, using stone, tiles and 
hnalf-timbering. An inn Built in a desert land or in a forest half way 
up a mountain would be built in a different style using locally 
obtained materials. A desert tavern would probably be built of 
‘mud brick, while one in a forest would be constructed solidly of 
timber. If you fee! a bit lost when deciding on the style af your 
building, try the junior reference section of your local library. 
These generally have lots of highly illustrated books on 

life in other countries which can be very useful. 


MATERIALS 


Material Use 
Chipboard/plywood/hardboars The base 
Mounting card Walls and root 
(avallablo at art shops) 

‘Thin card (available at art shops) Roof ti 


Polystyrene ceiling tiles Exterior walls, where the 

thickness of the watt ean be 
seen. Irtogulatities and 
hillock on the bate, 


Bolsa strip and rod. Beams and door and window 


frames 
Balsa block Chimney stacks 
Plasticard Paving stones 


Stonework texture on walls 
Tetrion ready-mixed plaster Texture for walls and base 


Bostik/Uhu Gluing together wood and 


card 


‘Wood Glue (Resin W, 


Gluing ceiling tiles (other 

‘glues inelt them) 

Emulsion paints Auilding wall and base. 
Coiling. tiles other paints 

may melt thom) 


Citadet acrylic paint oF 
Humbrol enamel paint 


Boars and other details 


Grass mat Lawn/grass on base 


Ready made troes/bushes ‘lass decoration 


Ready made fencing ‘ase decoration 


CONSTRUCTION, 


‘The first step In constructing the model Is to draw out m rough plan 
‘on a plece of paper, with all the dimensions and door and window 
positions marked. This ean save you lots of confusion and wasted 
time later. Tako your sheet of mounting cord and, using a ruler 
‘and a set-square, transfer the dimensions from your rough and draw 
‘Up tho wall ond roof pieces. Oraw the windows and doorways in 
position. It Is vital that you use a set-square for this stage of the 
‘9peration oF the pieces will be £0 inaccurate that mone of them will 
fit together properly. 


Using ruler and a shaep craft-Knife oF scalpel, cut the various 
ppleces. Cut out the windows and any of the doors you wish to have 
‘open on the finished madel. I left all of mine shut, using the bosic 
mounting card to represent wood, outlining the doors with frames, 
cut from strip balsa glued into position round the edge. 


‘The next stage of construction fs the woodwork on the models. Use 
bolsa strip for the door and window frame and thicker balsa rod 
fot the edges of the beams with a scalpol rounding off the sharp 
‘edges and making thom slightly irregular. This will give them a far 
more realistic appearance than if they are left with a ‘factory 
finished’ look. Real timber framing often employed whole tree 
trunke with considerable twists and turns. ‘These were then shaped 
roughly with an adze (a mattock-like carpenter's tool) before being 

laced in position. Only in the houses of the rich were beams 
finished and squared off property. 


Using Bostik oF Ubu the finished beams sre glued into position. As 
‘The Man in the Moor? was rather large and involved, 1 decided to 
apply beams only to the outside of the building, the interior wood- 
‘work boing confined to doorframes and a raised gallery in the main 
bar-room. The number of beams you put on is up to you. Window 
‘nd door frames are also glued into position at this stage. 


The building watls are then glued into position on the bace, again 
using impact adhesive. The thickness of the mounting card allows 
the corners to be simply butted and glued. As the whole structure 
is being mounted on a firm basa, this will prove to be quite strong 
‘enough. 


The plasticard should now be cut Into 9 number of rectancles of 
different sizes, the maximum being about half an inch square. 


These can then be glued in irregular groups on the base of the 
model, bath inside and out, to represent paving stones. Any parts 
(of the building with stone walls should also be treated in the samo 
Stay. In addition, the corners of any atone walls should be carefully 
built over with plasticard rectangles to give the appearance of the 
heavy stonework found on the corners of real buildings. Not only 
oes this make the twilding look more realistic, it also neatly hides 
the join whare card is glued together. 


Any other structures, such a8 fences, ina yard walls, privies and 20 
‘on should now be stuck in position on'the base. 


‘Thin down tome Teteion plaster with water and, using an old brush, 
paint. the Interior walls, covering any plasticard stonework and 
Painting up to Ure edges of the beams. The floor should alto be 
Painted over, the plaster being used not only to create texture, but 
to fill any gaps between the walls and base. The exterior base 
Should now be painted with Teteion, using a thicker mix than was 
‘sed on the w 


While the plaster is drying, it can be quite a good idea to get on 
‘with the roofs. The mounting card roof pieces must br tiled using 
thin card, this Is the mast boring bit of the entire madel ~ but it 
ors give'a very realistic effect. Figst cut the thin card into strips 
‘bout 3" long by 3/9" wide. You will need enough of these to cover 
the roof area of your modet about 1 times. These strips should 
then be nicked every & or 20, with a pair of scissors to represent 
strips of tiles. These should then be glued to the mounting card 
roof sections, starting from the bottom edge and working ups 
overlapping each successive row. The crown of the roo! should be 
Tinished aff with 9 folded piece of thin card, The whole structure 
‘can thon be painted swith thiened down Tetrion in the saine mannor 
fs the walls. 


The model can now be painted. For the large araas of walls, roots 
and base, | would recommend using household emulsion points. Not 
only can they be vsed straight. from the tin, but they can siva he 
Mined with powder paint to give a large range of colours and 
Shades ‘at a\low price. Small amounts of emulsion paint are 
Available in tho form of Crown Matchpots, samples of point which 
contain enough for several buildings. Beams and other details ate 
best painted using Citadel or Humbrol paints, after the main aroas 
Rave been painted and dry-brushed to pick out the texture. 


‘The mode! is now ready for ony little details that you foo! would 
give the place character, | added somo miniature brewory posters, 
but anything from # pot plant to.n portrait of the Landlord's mother 
wilt mae the place look lived in. Citadel produce beautiful 
ange of furniture, bods, chairs, tables and s0.0n to got the building, 
trendy for opening timo, and many suitable figues for sculli 
serving maids and the inevitable awkward customers. 


PAINT IT 


PAINTING REGIMENTS FOR 


_ (ama 


BY RICK PRIESTLEY 


Im the pasty the Citadet Compens 
fone painting article, and the 
magazine. the Joven. 


‘same is true of our quarterly 
Howover, theso articles hava always 
concerned themselves with the art of painting individual models ~ 
ffton to A very high standard indeed. Pointing models in this way, 


fone at a thine, can take forever. This is fine if you're painting up 
fn adventurer form role-play campaign, or an’ army general oF 
wizard, but when it comes t9 pointing whole regiments different 
Teclmiques aro needed. In this article Tm going to discuss 
techniques that lend themselves to painting whole regiments 
quickly and effectively. 


PAINTING REGIMENTS 


Before putting brush to paint, think sbout what you're trying to éo. 
You alinost certainly intend to use your painted regiment az part of 
fa Warhammer game, of a tablotop battle game of same kind. As 
such remember the following paints: 


1, Most of the time your models will be seen from over two feet 
‘aways Alen to make the models look good fram 2 distance not 
from a fow inchos. Supor-detail is nat needed and may even 
detract from the overall appearance. 


2. Your models will be seen In a targe regimental block. The 
models you choose will create a sort of visual rhythm, 
especially If they are all the same = 23 with a Regiment of 
Renown. That overall thythm js on added dimension that you 
‘must consider. Don't break that rhythen by using too many 
Aifforent colours or subdued shading. 


Regiments of madels never stand atone. They will appear 
against other regiments, scenery and the tabletop itself. Dull 
for subtle colours will simply vanish in sitations like this, as 
‘will subtle shading and minor detail. Even a bright colour will 
appear subdued when viewed fram a distance and amongst the 
‘sual mass of tabletop green: 20 don’t be afraid of using bright, 
Strong colours. For the same teaton avold pastels and other 
light’ shades; a primary colour or @ shade of equivalent 
strength will give a clearer, cleaner result. 


PREPARING TO PAINT 


For the benefit of the beginner about to embark upon the task of 
painting up his Warhammer regiment Pil run through the basic 
‘materials needed. 


Knife and files. These are needed to trim flash and other bits of 
unwanted metal from the model. Moulding lines, a thin Tine of 
metal all the way round a. model, con be removed easily with a file. 
Vents, runs in the mould that let air out, may appear as strands of 
‘metal or nipples on points of detail and require filing or cutting 
flat. A hobby knife Is sharp, 20 remember, make cuts away from 
yourself just in case you slip.’ Similarly dont put too much pressure 
‘on the blade, as it may snap. Always exercise the utmost care 
when using eharp knives as they are dangerous if not used properly. 


Undercoat. All metal models must be undercoated before painting. 
This Is essential, otherwise the paint won't stick to the mod 

will appear thin and mottled. The most. sensible way of 
Undereoating models is to use a car type undercoat, available in 
spray cans from any motorist shop, garage and some hobby shops. 
Most painters use a white undercoat, which takes colour very well. 
For mass painting techniques, however, 1 profer to use a black 
undercoat. Buy yourself a can af each. 


Brushes are a must. Good brushes are 9 worthwhile investment. 
‘Most model shops sell decent brushes, as do art shops. You'll noed 
91,20 and a 09. You con get away with fewer brushes, it depends 
‘on what you're comfortable with. "As tong es the brush has a good 
point it will suffice. Brushes do wear out - s0 be prepared to trim 
Off stray bristles and buy a new brush every 20 often. 


Water-based paints are used by almost all serious model palnters 
these days. At this point Ihave ta step in and plug our own water 
based range of pint, Citadel Colour. We have gone to a lot of 
trouble to ensure that our paint is ideally sulted to our models and | 
can thoroughly tecommend it. Having said that any water-based 
paint will do the job. They all Intermix in any ease. 


Soime modellers prefer enamels, oils and other exotic mediums. 
The advantages of these older ‘methods are dublous, even when 
applied to individual models, It Is assumed that water-baved points 
are to be used. 


Pot - 1 pot (jamejer, cup, beaker, etc) Is needed for water #0 that 
you ean thin paint,” elean brushes, ete. Many people ~aay that 
Separate pots are needed for metallic paints, for light colours and 
dark solours. If you fool happy eurrounded by jars of water 
then that's fine. to any ease, clean out your wator when It gots 
dirty. This ensures that yout paint stays clean, and lessens the 
‘chances of breeding deadly moequitors in the living room. 


Palette - something to aut paint onto. An old plate, saucer, tile 
‘oF anything similar will do, Paper is 0.4. 60 long as It isnt too 
porous. 


‘Space - not the final frontier, but jast somewhere to work} a 
tabletop i fine. 48 good thick layer af newspaper 
because, believe me, everyone spills paint now and again, and 
getting ‘the stuff off carpets, toblectoths and family pets’ Isn't 
always aay. 


Light = the moto the better. Daylight is best, but a strong spot 
Tomp of reading lamp will provide adequate illumination, 
Remember daylight and attificial light aren't the same at ally a 
‘model painted in ane will look quite different in another. 


PREPARING THE MODELS 


Line up the regiment to be painted. Working through ther one at a 
time, clean off any flseh, mould lines or other unwanted bite of 
metal. There is nothing more annoying than finding a huge patch 
of metallic crud once you've started painting. When you're through 
the models are ready for undercoating. 


UNDERCOATING 


For the technique described you'll need @ black undercoat. Make 
sure that the models get thorough covering, It is best to touch up 
thin or silvery patches with black paint just to make sure. When 
spraying remember paint will go everywhere - so best do it out of 
doors, and use a box or newspaper ta cut down on overspray. Spray 
35 many models at once as you can. Two light coats may be 
necessary. 


BASING 


If models are slottabased then attach the models to their bases 
now. Bostik or similar, is as good as anything. 


PAINTING 


‘Once the undercoat is dry you can start to paint. I leave undercoat 
for at Yeast a couple of hours. It is best to leave it overnight if 
possible. Before painting have a good look at the models and plan 
your colours. You probably have an idea of what you want the 
Tegiment to look lke already. 


The easiest method of painting quickly ond neatly is to paint 
‘several models at a time, 10 being a convenient number. Begin by 
painting the skin and work out: iner-clothing, outer-clathing, 
‘armour, belts, ete. So, start by mixing a batch of your skin colour 

Carefully apply the paint onto the areas of exposed flesh, leaving 
ttle of the Black undercoat showing at the edges and in. deep. 
‘creases in the flesh (such a8 between fingers). This line of black 
bbocomes your shading, and will help to deliniate the different parts 
of the model when aon fram a fistanee. How much black you 
Toave is up to you. The amount of black will create an overall 
style, oF look, 30 It is worth experimenting little at first. 
Similarly the density of your flesh paint will alter the feel of the 
‘overall model, Two coats applied one after the other may be 
required for a really solid appearance. 


Once you have dane the flash on the 10 models, work through again 
painting the next colour, ence more leaving’a line of black to 
doliniate the colour area. You will notice that paint applied over 
black always tooks fairly dull. You must compenaate for thie by 
using a brighter colour than you actually want, so on orange 
becomes brown, and yollow becomes a buff colour. To got a really 
bright colour you must either use two coats of paint, oF paint the 
area white before applying the actual colour. This is more true of 
‘some colours than thors, especially red and yellow. 


UNIFORMS AND NOT 


1 painting uniforms give all of the models the same colour cloak 
the same colour jerkin, ete, If you don't want a uniform, but are 
going for an assorted rag-tag effect, then vary the bits you paint a¢ 
you go through, This way the first warrior receives a brown clon, 
the ‘next a brown Jerkin, the next brown trousers, and 30 ‘On. 
Remember, if youfre painting a Regiment of Renown all of the 
models will be in the same basic position. It is best to paint auch 
troops uniformly, 20 9s not to detract from the trong, regular 
visual rhythm. Tf you don't want a uniform appearance in such a 
fegiment, then it is best to use colours of a similar intensity 
Yaroughout, especially browns, greys and other drab colours. In this 
way the colours will sit happily with oach other, and won't make 
the regiment look like a discordant kaleidoscope. Colour sone Is 
something you will pick up - if in doubt have 8 look around at other 
player's models. 


METALLICS 


The pigment in all metaltic paint is ealatively crude ~ comprising a 
suspension of ground metal powder. For this reason it must be 
handled carefully, and you may find it wasiest to leave until Toate If 
handled too much it will tend to fud off. If placed onto or near wot 
paint it will seep, and the same is true if you attempt to paint over 
It. For many years | avoided the stuff altogether, prefering to use 
shades of grey and brown. Then I discovered Windvor and Newton 
poster paint metallic, whieh are simply the beat palat af this kind 
nd are thoroughly recommended, ‘The Citadel metallica are pretty 
‘900 too and stand comparison. All thea are water-based, 


DETAIL 


Once all of the colours are on your madols you are finished. The 
regiment ie ready for final basing and varnishing before being 
bloodied in battle, If you have beon careful the overall appearance 

‘ne af ‘neatnss and clarity = a few little touches may be 
ecessary to correct the odd mistake here and there, or to ld in 
additional black ehading on small featurns. 


1 you have the time you might like to add a little detail to such 
‘dotaile a2 eyes, claws, Leeth and s0 an, Remember = your regiment 
hhas ta look good from several feot distance, not fram on Inch of 
two. If you paint an too much detail you will break up the solid 
patches ‘of colour, and dotract from the ovorall appearance, 
Knowing when and'whern to apply detail is something you'l pick 
wp. 


Eyes - look effective painted solidly black, with a tiny dot of white 
Ineach corer. Alternatively, leave plain lack. For a really ovil 
look paint bright red oF yellow dot right in the middle of the 
black. For a starey, manic, took, idoally sulted to Norse 
Berserkers, Hobgoblins and mad magicians, paint a small white dot 
ln the centre of the black. These mothode won't win you individual 
figare prizes at Games ‘Day ~ but they will look goo! on the 
tabletop. 


Teeth. If the model has an open yelling mouth teave the inside 

black. Paint tongue, throat, etc red, orange, yellow oF a similar 

ng plenty of black for shadow. Pick out the tooth with 

white, oF off-white. Usp a sinall brush, anid try to leave very thin, 

but salid, lines of biack botwoon the teeth. Where this is difficult, 

‘most of the paint from your brush until itis ity’, now run the 

tip over the teeth the plek out the detail, This tonds to look 9 bit 

indistinct, but is sometimes the only way af detailing really tiny 
teeth. 


Claws. Claws start off os basic black. They will loot best if you 
‘colour over only the most accessible portion, leaving 1 good deat of 
black at the root of the claw and underneath, White, yellow or 
‘grey are all good claw colours. 


Studs. Studs rivet heads and the like are a but fiddly to paint 
‘round. ‘The busiest thing to do it simply to paint right over them 
{nthe surrounding colours or exampley if you're pointing a brown 
shield, paint the whe shield brown, incising any studs. Once the 
‘base coat is dy, paint each rivet witha blob of black including 9 
teva area abut fon wid round tho rivets. Once the black ie ey 
You can paint the rivet itself either silver, qurmmatal or bronze, it 
this way each rivet fe surrounded by a black shadow, and wil ally 
Hand out. This method con be weed to pick out any small detail 
Such 22 wart on an Opre's note, or the drawstring on 9 pouch 


Textures. So far we've only considered solid colours = a brawn 
cloak, red trousers, ete. But you can add detail and interest by 
painting a tarten, cheques, parti-coloured clothing (lie a jester’s 
motley) stripes, hoops, ete. Remember, designs of this kind ereate 
a definate texture which must nat go against the underlying shape 
Of the model, A very fine pattern will tend to break up the fori of 
the model, and ia vary difficult to paint, especially over folds and 
eroages, A bold pattern painted onta a large area, repeates 
Uhroughout regiment can look very effective. When painting 
texture thinle about how the colours appear next to each other, and 
consider painting in darker edge to broaden the conteast. For 
example, If 9 garinent. Is red and white striped, first paint the 
“whole quement white, then apply the stripes in ted. Now mix @ 
darker shade of the red and Uhin it down with water, Take your 
finest brush and very earefully paint a fine line on the edge of the 
fod where it meets the white. If you have a spare, clean, moist 
brush you can quickly remove atroy dark red if it gets onto the 
white. The affect fs fo highen the contrast, reproducing the effect 
that life-size areas of contrasting colour would give. 


SHADING 


This tevinique does not tnquien shading, the hard shading provided 
by the undercoat fs sufficient. When painting infividuat rnodats tor 
plays shading is wsnential, but ow tho tabletop it can make the 
modals took deat by reducing the visual iinpact of the colours. 
However, If carefully nnd selectively applies, shading can help to 
linprove Ue appearance af a regiments 


Ine shading, stroke shading or, whatever you want to call it fs the 
innthod I profer for shadiwy regiments. it « model ‘has 0 
conapicuous crave ln ity elothing then this with tond to look odd If 
fot shaded. Mixa darker shade of the base colour, almost hl 

Tor dark, coloues, ant grey af brownie’ for fight colours. Now, 
simply, paint the crease with solid fine ~ 9 single stroke of the 
Thrush wlll suffice. The effect ig ta give m hard shadow. Although 
this may look odd close up, ance on'the table it will appear far 
‘mor effective than any amount af fancy, finely-qradated evading. 


To make a wash inix up a dark shade of the colour to be 

nd hin It down with little water. Paint it on to the area 
‘shaded, and immediataty wipe off the bulk of it € tissar, ra, 
finger, ete The paint will be left in tho erack anu! errases 
producing instant shodinge You must be careful when using this 
fnethod as too mich shading will break up the eotour anzas. The 
Inost usstul. application of this techniqut is to paint faces and 
Hoa. Faces atu naturally cragay, 99 heed shading if they are to 
took Fight. 


HIGHLIGHTS: 


‘As with shoding, hightiifts arw not absolutely essential, bat if done 
carefully con he offectives 


Line Highlights. This method is used to emphasise 9 prominent 
Ctonso In clothing, of 9 raised line that would naturally catch the 
Tignte Mix a lighter shad of your base colour. That usually means 
Whiter, atthough yor can lighten greens, browns ond reds with 
Jollow! Paine ® patch of this colour onto the raised area, giving 
You a solid line, It (2 important not to overdo this, nor to over- 
Gnptasine the ‘contrast. The result must lonk credible from 3 
Glstaner af several feet, This unethod can be used to highlight 
{Hoth tones on faces, by painting a pale stripe across the forehead, 
tov the tip of ths chin and down the Sridge of the nose. 


wing. This method Is, more time consuiming ond not #0 
Canal for mass painting. Make up 2 light shade of your base 
fcalour. Wipe most of the paint. from the brush leaving it ‘dry’. 
Now brash over the area to be highlighted, small amounts of paint 
twill catch in the ralznd areas praducing a highlight effect. This 
Tnethod tends to wash out the colours slightly, which is alright if 
that's the effect you want. Dry-brushing looks good on ‘scruffy! 
troops, especially Goblins ané their kind, 


'ASING THE COMPLETED MODELS 


‘The models ate now painted and it only remains to complete the 
Soses Setore applying varnish. Make sure all of the models are 
firmly attached to thelr slottabases, and reglve any that appear 
Nobbly. “Before covering the base with scenic flock it is best to 
paint a black area around the model's feet. This is loft cloar, and 
rakes the figure stand out off the ground, instead of looking as if 
he's buried in its Now paint the rest of the base green - the edgos 
Df the slottabase can be painted green to match your tabletop, or 
block to make them stand out. Our own models are ofton left with 
block edges, ms we take photos for our games and magazines they 
rust appear clear. If your troops aren't slottabased then you will 
ave to inate card bases and glue the models to therm, 


Once paint is dry, blob sinall amounts of glue to the top af the base 
Gnd apply scenie flock. Flock ean be bought from railway hobby 
Zinvee, ea leaves will do if you paint them green once drys and 
Sry brush over with yellow to Greate depth. Remember to leave 4 
Hittte block araund the models feet. 


VARNISHING 


Varnish is noeded to pratect your finished models, especially it 
they are to see 9 lot of hard fighting, travelling ‘and handling. 
Paint will invariabley chip, wear, or flake off if you don't varnish, 
Varnish comes in spray cane Just like undorcoat (try not to confuse 
the two! Tt enn be bought from almost any model shop or art shop 
fond cornea in two Kinds matt and gloss. Which you use it matter 

‘Matt varnish looks more natural, but gloss varnish is far 
tougher, and many people find the glossy appearance more 
ttractives, Matt varnish also seems to be more absorbant, and will 
Sittract itt and grease, whereas gloss varnish can be eleaned of 
usted more easily. If you want a matt finish it is best to varnish 
with lowe first {for toughness) and then again Tightly with matt. 
Most ‘of our own collections are glossy ¢having spent hours on 
painting and converting we try to protect our models as best we 
fan), However, glossy models are difficult to photograph because 
Of the way bright light reflosts {rom them, showing up aa white 
patchos. For this reason most of tho models you'll sea in our 
Fragozines aro matt varnighed, Often they receive a coat of matt 
‘Yarnish just for the photo, and arc re-glossed afterwards. 


\ 
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carry the 


hinge. 
‘STANDARDS 


The focal point of any regiment is its standard - and you will find it 
worth spending time on this. The easiest way to learn how to paint 
2 standard ie to copy one. The work of master standard painters, 
Such as David Andrews and Joh Blanche are well worth copying. 
Sot has even painted 9 special set of Warhammer standards for 
this Compendivin, and you can cut these out and use them for your 
wn regiments If you Hike. Alternatively copy them out, or alter 
{hem slightly to produce 2 new and original design. 


NEW MONSTERS 
NEW DEMON 


MIGHTY A-ANGOR Tt 


SIGANTIC BALROG - SLAYER OF GODS 


at Daman of the Deepest nie ever 
ermons quail in pititully 

squashed infants. His body ta black beneath a coke of 

land blood-crusted fur. His skin sweats sic 


Y 
that he exudes fs lone suftic 

mortal, This ia the least of Aangor'e powe! 
wizard, with dark and unfathomable secret 
cope of living creatures. 


AE 


10 


6 


psyehotagical 
formal weapons. As’ Galrog he ie immune to 
fire based magic. He attacks in combat with 6 claws, 
a tail-tash, 


‘Aangor can breathe fire in the same way a8 2 Dragon 
iteength 10 hite ot a range of 12" 
‘combat, 


‘Aangor Is a righty wizard 08 woll as a creature of & 
unfathomable energies. He is the equivalent to 
‘with a Magic Constution Level of 109 and the fo 


Level ! Fire Balt 
level 2 Aura of Protection 
Lightning Bolt 


Smash 
Level 3 wulnerability 
Stupidity 
Dispel Aura 
Level 4 Blast 


Stand Still 


In addition Aangor hae 9 special spelt of his own Burst Flesh. 

Spelt Level & 

Energy 15 

Deteription 7? may be uted agains 
living creatures within 


divide 
split 


members of 
teat. 


NEW ELEMENTALS 
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DEATH ELEMENTAL, 


‘The Death Elemental Is also allied to the ELementats of the Earth, 
bout represents the negative side of the force - that which reclaims 
all living things into’ the bosom of the earth, enabling continue! 
rebirth from the soil. The balance between life and death is 
‘obviously a delicate one, for each foods the otherin a continuous 
‘and harmonious cycle. ‘Rules are tho same as for other Earth 
Elementals, except Death Elemental cannot use an Assault 
‘of Stone spell, Instead, any Elementa af strength 5 or more nay 
‘use a unique power called the Squeeze of Death. The Elemental 
simply points at any individual living model causing an automatic 
DG wounds, irrespective of toughness and without recourse to 
saving throws of any kind. Range equals the Elemental's size in 
Inches (size 5 = 5% size 10 = 10%, etc’). This power can be used in 
combat as woll aa normal attacks. 


PLAGUE ELEMENTAL, 


This is a Elemental of the air. tts arrival can easily be fortold by 
{oul strench on the breeze, a8 af rotting flesh or garbage. Rules 
apply 98 for other Air Elementals. Plague Elementale can cast 2 
Wind Binst spell, like other Air Elementals, but note that this Is a 
rank, disgusting’ wind. This causes the equivalent of 1 strength 3 
hit on each living targot effected by the blast. Elves, becaure they 
are naturally fastidious if not obsessive about personal hygene, 
suffer strength & Hite instead, Victims turn black, thelr tongues 
walt horribley, akin blisters and great, yellow boils burst out all 
over their dying bodies. 


NEW MONSTERS: 


DRAGON TURTLE 


‘The Dragon Turtle is an aquatic reptite which spends very little of 
Its time on shore. The only occasion these creatures leave the sea 
is to lay their e998, which they do along sandy beaches, burying 
them before disappearing back into the ocean. At such times they 
fare dangerous and aggressive, and willing attack other creatures 
that disturb therm, 


Physique. Dragon Turtles look like turtles, with the head of & 
Dragon, and @ hard, spiky shell. They are over 10 long, and may be 
much larger. The very largest of these creatures will attack boats, 
‘or awimmers. 

World Distribution. World-wide in the oceans and coastal regions. 
Alignment. Neutral. 

Special Rules. The Dragon Turtle causes fear in all living 
‘creatures under 20 tall. Its shell gives it a basic saving roll of a 
F600 9.06. The creature has 1 bite and | stomp attack 


Basie Profi 


CULCHAN 


The Culchan is 2 hugfe, Mightless, carniverous bird thot Hives on 
the pampas grasslands of Lustris. It is prized by Pygmies and Slann 
for its multi-coloured plumes and for its flesh, considered a 
delicacy by Pygmies and Slann alike. The creatures are extremely 
fierce, but can be used as riding beasts if hand. reared. 
Consequently eggs oF hatchlings are very valuable. 


2» These unusual birds have strong logs and necks, whilst 
their head is similar to thot of © parrot. Their beaks are 
‘exceptionally strong, and can easily crack @ man's skull. Plumage 
is usually brown, but males in good condition grow a completely 
new set of colourful red and blue plumage, as well as long tails and 
‘crests. They reach 8 - 9 in height. 


World Distribution. The grasslands of Southern Lustria, 
Alignment. Neutral. 


‘Special Rules. 1 bite from the beak and 1 stomp from the legs. 
‘Subject to stupidity. 


Bosie Profile. 
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‘The Coatl, of flying serpent, is a strange Lustrian creature than 
figates strongly in the legends of the Slann, The Slann associate 
the creatures with their God Guetzacoatl, treating it as a sacred 
‘animal. Coatl are intelligent creatures and may even be magical 
they speak their own rather sibilant tongue 


snakes, with a head similar to that of a 
wings.’ Soinetimes their whole body can be covered in feathers. 
‘The Coat! can shed and regrow plumage in any colour it chooses, 
leaving a cast of its old skin rather like that of an ordinary en 
These are prized by the Slann, and used by them to make 
ceremonial cloaks and banners. 


World Distribution. Tropical rain forests of Lust 


Alignment. Good. 


Special Rules. Site attacks. Coat! are venomous, Fly ae 
‘swoopers. Cause fear in living creatures under 10° tall. “Coatl ean 
be wizards ( 58 chance of any one individual being a wizard ). 
Work out profiles as paints as normal for wizards. 


Basie Profile 
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Basie Points Valve 78. 


CITADEL MENIATURES 


PUBLICATIONS 


FANTASY BATTLE RULES 
BY BRYAN ANSELL, 
RICHARD HALLIWELL é RICHARD PRIESTLEY 


Within the WARHAMMER Fantasy Battle Rules, you 
the Infounation needed to enable you to re-create fantastic 
fn the tabletop. Players take command of powerful armies, 
wienrds and mighty heroes in a world where magic works 4 


nightmare eroatures of legend are deadly 
To play WARHAMMER battles, you will need the rulebooks in this 
et, a Selection of models, and dice. This box also contains 2 small 


selection of full-colour card models to enable you to fight aut the 
introductory scenario. Dice and thres-dimensional models are not 


BLOOD BATH AT ORC'S DRIFT 
N PAGE, GARY CHALK % JOE DEVER 


ey 


far = Ore chieftain of the North - plans a swift campaign of 
devastation upon his enemies of old, 
colonial state of Ramalia uni 


= but i it 


{ate? Find out with Ore's £ cially designed WARHAMMER. 
scenario pack Featuring fou attles with complete battle 
maps uth set of 


ings and 
A malar 


nheneae THF ETORETY 


‘BLOOD ON THE STREETS 
VILLAGE PACK ONE 


village pock contains a selection of card models ideat for use 
ny role-playing adventure game or tabletep battle. A special 
esctiptive booklet ~ The Riding - introduces three villages created 
sing the models from this box, together with suggested inhabitants 
‘and campaign ideas. 


Village Pack Two wil! be available from January "86 


‘The Citadel Journal is the firet of our quarterly magazine featuring 
One Step Beyond - expert tips in painting and converting fram John 
Blanche, Regiments of Renown ~ up to date descriptions and full 
Warhammer stats, Archaic Abodes ~ cut out and assemble card 
buildings ideal scenery for Warhammor battles, Plus who's who at 
Citadel, Compendium Selection, Readers Art Gallery and much 


‘The Second Citadel Journal features The Dolgan Raiders a 

scenario with card models and counters, Pigpen 

ide to Painting - first paint work in acrylice 

Regiments of Renown - more up to date descriptions with ful 

Warhammer stats. Pius The Known World, Giants, Titans and Giant 
Demons ona budget plus the usual articles. 


The Third Citadel Journal will be available from Spring 86 
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Presenting the all new Citadel Compendium Selection of models, replacing 
selection in prior Compendiums and Journals. The models illustrated within these 
hallowed pages do not represent the entire range of Citadel Miniatures - the sum 
total of which would fill a tome of ineanely large proportions ~ but, rather, 
comprise a limited selection fram each range. The complete range of Citadel 
‘models changes all of the time - with a half-dozen new models made every single 
working day. Although we would like ta provide you with a catalogue of all of our 
hundreds and hundreds of models this simply isn't possible! Models are continually 
going out of production, moulds are perpetually wearing out and new ones being 
made. Given this state of flux, industrial anarchy and managerial indecision we 
find It impossible to promise that any given model will or won't be available at any 
given time, The models illustrated in this catalogue, however, will remain in 
production for the life of this compendium (throughout 1986). We will make a 
heroic effort to keep these models available. Our gallant mould-makers will be 
beaten into producing however many moulds are necessary to ensure that these 
models remain available. Some of our workers will fall by the wayside, bloodied, 
redundant carcases littering our otherwise unsullied corridors. However, the 
scrifice will be worth its 


WARNING - Please romember Citadel models are intended for serious and 
responsible collectors and gamers - they are not toys. Models contain lead which 
may be harmful If chewed or swallowed. Citadel miniatures are not recommended 
for children under 12 years of age. 


Most Citadel models now come with a separate styrene Slotta-base for.gaming and 
display. Each base has wither a pre-cut groove to take the model, or a series of 
weakened grooves underneath. Use 9 screwdriver to push out weakened grooves 
Where required (do not use the model tab itself or it will break). Apply glue to the 
tab on your model and fix to the slotte-base ax shown, Slotta-bases provide a 
stable base for your models and are ideal for displaying your models at their best. 
Each model comes with an appropriately sized and shaped bese, additional slotta- 
bases can be purchased separately should you wish, for a mere 2p for hexagonal, 
20mm & 25mm bases, 3p for horte/monster oblong bases and 6p for 40mm bases, 
‘and Sp for flying bas 


wae eS 


Models indicated come complete with a separate, moulded, hard-styrene shields 
allowing, for the first time ever, realistic shield thicknesses and enhanced three- 
dimensional effect. Each metal model is cast with a separate shield stud. Attach 
the shiels to the styd using super-glue or similar adhesive. The studs are cunningly 
moulded 90 that they can be painted to represent a metal shield boss. By 1986 we 
will be making special shield design transfere available to fit these clever little 
devils. You can purchase extra shields for Ip each. 


Requires Assembly - this syinbol indicates that the model or models are cast in two 
‘or more parts. Such models will need to be assembled by you. A degree of 
modelling campentence is necessary to construct any multi-part kit, and we do not 
recommend them for inexperienced or very young modellers. 
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Wolfhead Hercule Throb Sir Bryan Anwan of 
of linby Middlemarth 
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Aelfric Dolgar 


Dorian 


Beowulf the Berzerk 


Ivan Nozski 


Baron 
Banesword 
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WIZARDS 
C02 . 
Archmage Hansat Derver 


NS 


Ancient Word Rus Ivory Temple Inner Sight 
Female 


Black Brotherhood Albonite Forestal Red Robe Word Power Sacred Bull 
Female 
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Quickblade Footpad Rownald Cuthroat 
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Stiletto Phaygin Gutsnort Quickfoot Cat Burgler 
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NIGHT RUNNER WAR THRALL SPIKE SLINGER SLAVER 
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PACKLORD —_LAIR WARDEN BACKSTASBER 
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Very upset Berserker Sureshot Retainer 


f 


Clan Chief Axe Owarf Veteran 


RANGERS: 
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Forester Long Bow Royal Bounty Hunter Far Sight 
Gamekeeper 


HIGH ELVES. 
COs, 
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Guard — Manfriend {Female Ore tee, Here 
B Champion 
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Clear eye Guard Swiftfoot  Goblincleaver Bowman * 


Guard Maiden Captain Swordsman Sorcerer 


Casualty 


Mace Girl Sword Maid Death Maiden Crossbow Witch Elf 


BigGrin One Tooth She Devil © Two Sword Mercenary 


Sniper Brave Champion 
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x Mattock the Hari the Hammer 
Plump 


bray 


Big Waist Rotundo Proud Foot Bill Benno Lando the Cecil 
Large Ogre Slayer 


Hiltbreath Dird Stammerly Bw Ashstave 
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Knee Salle Archer Clubber Bowman Leg Biter Slug Slinger 
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Bag Blower Neck Cracker 4 Eye Gouger 
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Lord Krell Azak Ranlac Azul-z-ini Zolbob Finrum 
Blackcowl 
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Gazrus Zugsteer Nyre-rim Orlak 
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Zehh-nvar 
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Shakined Bone Skuttlescree Soresmeer 
Bender 


Rattlebones Bowlegs, 


Dazibow Koriflame  Addlecore Skarrasha Agard Zolzola 
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CREATURE: 
C22 


Rats(s) Weasel(s) Werefox(s) Rat Pack(s) 
Each pack contains a random selection of 1 small, 1 medium and 1 large creature 


i 2 


Baby Dragon(m) Wizards Familiars (m) 


| Werewolf(I) Amphisbena(l) 
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Oriental Ogre Warrior Priest Chaos Ogre 


re 


_ Warlord Gladiator Bounty Hunter Mercenary 
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< Warlord £B> 


MEN AT ARMS 
C26 o- 


oA rs . Ft \ } 
Archer Archer Billman Retainer with Knight 
3 


Loading Attacking Crossbow 
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rms with Pole-axe q : % Ss 
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Retainer Firing Bow Retainer _Billman Crossbowman Man-at-armg 
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The Twins a Spiky Shaman Horns Long Neck 
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(Mace Tail Wingback Beast Three Hopper 
Eyes 
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Chieftain Standard 


=CHAOS SNAKEMEN 
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Saranth Elf Mangler 
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S'lon Life Smasher S'lararet Slintered Fang 
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GIANT DEMONS 
C28 
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Dematt Ghoulchewer 
LARGE MONSTERS 


Designed by Nick Bibby 


7 ee Coat! 


@" (Supplied with clear plastic base) 


Plague Elemental 
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Jabberwocky Mauling Young Dragon 


Al 


Steathy Young Dragon 


Horned Young Dragon 


Scorpion Tailed Young Dragon 


Rw 


Cave Dragon 


< f 
Tribes Women _ Mother Bo Kalim Koka-Kalim Berzerker The Godess Rigg 


Samantha Clubber no 


{Koka-Kalim Body Guard Sisterhood Body Guard 
Blade Woman Mage 


Slave Master Brave 
Axeman 
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Spearman Brave Warrior 


Wizard on Flying Carpet ® 


wath 5 Tye 
Palace Guard 
Officer 


Chaos General 


Chaos Hero 


GARGOYLES 
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ELEMENTALS & DEMONS: 
34 


Supplied with clear plastic stands 


Chaos Demon Demons of taw (2) 


Pit Fiend Chaos Demon Life & Death elemental (Pack of 2) 


ate 


Fire Elemental Stone Elemental Air Elemental 
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CHAOS WARRIORS: 
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Udkar Nud Spinespittle Fenris Bone Racker Panedal Daethskar 
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Harrowhound The Iron Duke  Bandog Count Metalmane — Jagglespur 


HOBGOBLINS 
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Angror Gruil Swiftfoot 


Gashgrut 
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ERB 


Nileomy Fenglehelm 
Syndil Starsynne Loctite 
Quickfinger 


Desildore 
Endelion Galane Elinmorth Gol-Ollunine 
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Purithane Delvindun King Gol-Garath 


TREASURE CHESTS 


Helghast — Vordald 
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Idler Poacher Gypsy Alchemist Militia Militia 
Clubman = Axeman 


Bishop Charlatan Herdsman 
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ADD 1 MAGIC USER ADD 2 FIGHTER WITH LONGSWORD 
player character pack player character pack 


ADD 3 CLERIC WITH MACE ADD 4 THIEF WITH SWORD 
player character pack player character pack 


ADD 6 PALADIN WITH LONGSWORD 


ADD 5 ILLUSIONIST 
player character pack player character pack 


ADD 7 RANGER WITH SWORD & BOW ADD 8 ASSASSIN WITH DAGGER AND SWORD 
player character pack player character pack 


Tew COneEpE Th Toleplay Towels Coch Player Character Pack comprises Tiree 
versions of the same character, representing the adventurer az a starter character, 
oie ccuebaucod-edvehtear nad’ Titaine, Gn k-Weliey decade haved clawaahin. 


ADD 10 FIGHTER IN PLATEMAIL 


ADD 9 DRUID 
player character pack adventure pack 


ADD 11 FEMALE MAGIC USER ADD 12 FEMALE FIGHTER 
player character pack player character pack Z 


ADD 13 FEMALE CLERIC - 
player character pack ADD 18 BARD 
adventure pack 


ADD 48 CAVALIER (GS). 


ADD 21 BARBARIAN 
adventure pack 


adventure pack 
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ADD 31 DWARF FIGHTER WITH AXE 
player character pack 


ADD 51 KOBOLDS* \ 
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ADD 52 GOBLINS* 
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ADD 54 HOBGOBLINS* 


ADD 55 GNOLLS* 
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ADD 57 OGRE* 


FEMALE 


Each pack contains eithe: 
youth and baby. Please sp 
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ADD 62 SHAMBLING MOUND & 
SHRIEKER 
a \) 


ADD 68 DROW (DARK ELVES)* 


ADD 65 DUERGAR (EVIL DWARVES)* 


ae . 
SHAMAN 


YOUTH BABY. 
ADD 63 BUGBEAR TRIBAL. PACK , 
r the female bugbear & youth and baby or the shaman & 
ecify which one you prefer. 
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ADD 69 GYTHYANKI* 


45 
Sunnlied with randam heade * 
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ADD 72 CARRION CRAWLER ADD 75 GORGON 


Ya tin, (ee - 
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ADD 77 UMBER ER HULIK * 


ADD 76 STIRGES 
supplied with clear plastic stands 
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ADD 81 OWLBEAR * ADD 83 CENTAUR'& SATYR * 


ADD 84 BEHOLDER ADD 86 MINOTAUR * 
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ADD91 RUST MONSTERS. 
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SHADOW ZOMBIE* GHOUL* GHAST* WIGHT* 
ADD 93 THE UNDEAD 1 ADD 94 THE UNDEAD 2 


Supplied with random heads * 
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ME 14 LEGOLASELF HERO @) 
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ME 23 ROHIRRIM 


ME. 31 SILVAN ELVES OF MIRKWOOD 
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ME 33 DWARVES 


Pippin Bilbo += Merry“ Samwise Frodo 
ME 34 HOBBITS OF THE SHIRE 


$ Me 
ME 43 HALF ORCS OF SARUMAN 


jrr. tolkien's 


lord Rings ~~ 


ME 44 URUK-HAT 


) a Yip 


ME 51 ORCS OF THE RED EYE 


ees “ 
ME 52 OLOG-HAI TROLL ME 53 SOUTHRON :EVIL HARADRIM ® 


ME 55 MOUTH OF SAURON: 
EVIL WARRIOR MAGE 


awe! 
Me 61 SAURON: 
THE DARK LORD 


Uf 
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ME 71 CORSAIRS OF UMBAR 
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ME 73 BARROW-WIGHTS 


ME 81 ARAGORN:KING OF or coNcon Bilbo 


Gandalf Thorin Oakenshield Gollum 


ME 62 'THE HoaaIT'™ PERSONALITIES PACK 


ME 83 TOM BOMBADIL & FATTY LUMPKIN 


ME 85 TREEBEARD:MIGHTY ENT 


Citadel's new Lord of the Rings miniatures are especially designed to complement 
games based on the works of J.R.R. Tolkien. They are ideal for use with role- 
playing games, such as I.C.E's Middle Earth Role Playing Game,or mass battle 
games such as WARHAMMER. 
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Miniatures 


Trooper Musician Champion 


MENGIL MANHIDE’S DARK ELVES 
RR4 


Standard Champion Witch Elf Trooper Leader Musician 


OREON’S wooD ELF ARCHER 


Standard Champion Trooper Musician 


WARHAMMER 


) REGIMENTS 
OF 
RENOWN 


MERCENARIES—= 


~Yih, 


ra : x & J ¥ 


“Standard ‘Champion Trooper Drummer Chieftain 


ELWING’S ELF CAVALRY: 
RRIO 


Trooper Musician General Standard 


FLYING GARGOYLES OF BARDA 


ad 
Trooper Standard Musician 


(Supplied with clear plastic flying stands) 


WARHAMMER 


g REGIMENTS 


rs ry a 


Standard Champion Musician Leader Trooper 


NOTLOB’S ORC ARTILLERY 
RRI4 


sana Disciple Musician Champion Leader 


mai DESPOILING HOBGOBLINS OF THE DARKLANDS—= 
pe 


= 


Trooper 


WARHAMMER 


} RE CIMENTS 
RENOWN 


AVENGING KNIGHTS OF THE CLEANSING —— 
FLAME ‘ 


Musician Trooper Champion 


” Standard Leader Trooper Champion Musician 


GOBLIN WARLORD'S CHARIOT 


STO3 KLINGON D-7 
(BATTLE CRUISER) 


ST15 ROMULAN WINGED DEFENDE! 
(CRUISER) 


Cyberman —_Timelord 


Spit-gun Suzi 


enone ts 


‘th Doctor 


@ & 


R 


Chester Zermac 


STOL U,S.S. ENTERPRISE 
(NEW STYLE CRUISER) 


‘DRAGONS 


i) 


DG 7 Green Dragon 


DG 3 Blue Dragon 


DG 4 Black Dragon 


Axetane Monstrasities 


TA1 MIGHTY A-ANGOR THE GIGANTIC BALROG 
SLAYER OF GODS 


$ 


TA4 ORC WAR MACHINE 


7 


TAS WAR EAGLE 


TA7 CHAOS BATTERING RAM 


——KEGOX, THE KEVIN PEAT DRAGON 
NB2  owowery: 


D 50% of Citadel Miniatures profits from the sale of this model will be donated to 
the "ELECTRIC BED APPEAL" for the Cameron Ward of the Orpington General 
Hospital. 


Both these models require advanced modelling techniques and are even more 
ifficult to assemble than our usual multi-part models. en 


Art 


INOOMTABLE BeEDTION 
fe FIGH' ui 

Net r HEROIC KNIGHT 
SYARe WARRIOR Devour CLERIC MAGI INARMOUR 


VIGIOUSGIANT WOLF LESSER GOBLIN 


wANcHOSEOBLNHERO —_COREEHAMPION 
DWARF LORDS OF LEGEND: 


EVIL DARK 
gy ELFCAPTAIN 


Lastro Lupintal The Baron 


King Gorrin _ Throbin Death Eye Uther Borax Bloodaxe (imril Giantslayer 


433 a g 
Ore Shaman —Ore 'Pot Belly! 


>, Giant Black Ore Goblin Hero 


Hobgoblin Berzerker Hobgoblin Mighty Ugezod (Giant Orc) Mutant Goblin 
Warrior 


MICHAEL MOORCOCK’S ‘ETERNAL CHAMPION’ 
BCS “ 


This boxed set contains eight models 
Elric Kinslayer* 
2) Moonglum * 

3) Corum * 

4) Erekose 

5) Ulric 

6) Jerry Cornelius 
7) Elric White Wolf 
8) Hawkmoon 

* Models illustrated 


Elric Kinslayer 


> | 


Corum Moonalum 


We are proud to present the first official 25mm scale models of Michael 
Moorcock's famous hero in some of his many quises. 


All characters copyright Michael Moorcock® 1985 


FR 


Giak Standard 


Giak Attacking 


—— THE FELLOWSHIP OF THE RING 


phy ex 


Samwise Pippin Frodo Merry 


‘i 


Gandalf Bill the Pony Aragorn 


Giak Spear 


Gimli 


CHAOS CHIMERA 
cM1 laa 


Supplied with a random selection of 3 heads and 2 tail. 


GARGANTUAN FIRE GIANT LORD: 


BLACK ORCS 
Nil 


Pole Axe Chieftain _., Guard 


Glaive Killer 


HOBGOBLINS' 
N12 


Slicer Champion 


Mangler Thruster Dwarf Maimer Spearman 


CbhRopnich 


MINIATURES 


KOBOLDS 
NI3 
.. .% 
ft P 
Knee Ripper Club Crusher Shaman 


—& HR 


y Maniac Stomach Slitter Chest Poker Guard 


GIANT OGRES 
Ni4 


Dwarf Defiler 


» 


Bigchest Chief Ear Chewer Bone Crusher 


oa Blade “Ualy Sureshot 


Pr 


Strong Back Mangle Mace Arm Dwarf Annilator Blackcoat 


Elf Catcher Death Mane Ore Carrier 


CAVE GOBLINS, 


“Spiker Carver Ed Smasher Dwarf Fiend Elf Hater 


& & Pe 


Straight Arm Black Mane Foot Chopper _Side Spiker Strong Bow 


The insane ravings of million tortured souls can but compare palely to. the 
aldbering enthusiasm with whlch you responded to our previous competitions. This 
time we tnpect even greater things Ove fortunate Halfling fiend hare hat 
captured a mighty Chaos Battle Banner = all you have to do is rack your mut 

Staine and cae fp witha stable design The intros Cade tat arte wil 


Judge your efforts, They have been freshly labatomiaed so that they can survive 
the exeltemant of opening all of your entries. Ove ta this sensible precaution we 
Wut not be able to read lattore ar pase on mail otders = 20 please sere your entries 
Srparately from any otder atlt (moll oesers, onqultien, daath-thewats, ete). Please 

wie are Unable ta retuen entries (the post office refuse to touch anything 
‘once our stat have had thele paws on I). 


Send your entree (and no treacle under any circumstances) te: 


5 
2 &, 
YOUR DOOM 
COMETH 
MAN-THINGS 4) BG 


as 
'N THE THIRTEENTH YEAR OF THE 


REIGN OF KING ZOLTAN OF 
BRAAG Ie Vice Fokces OF 
CHAOS SWEPT SOUTH THROUGH 
WORSCA, TO THE BORDERS OF 
KISLEV /TSELF. AND THERE, ON 
THE GREEN BANKS OF THE LYNSK, 
ZOLTAN'S ARMY ENGAGED THEIR 
HELL~ SPAWNED FOE... 


NORSCA 


Geen pucHy 


OF KISLEV 


is a if 


wifa 


WITH ZOLTAN, THE LOYAL STALGRAD 


TAEND. (EASE OURAN 
TENCE Mine) Win Fein Seinres 
AND STONE FLAILS— zo\\ 


? wat SA) 
Fe 5 wey gu ‘ 


" GES « 


Be ac 
Ge pene 
ats em 


a 


B 


UT_ONE THERE WAS WHO. 
FEARED NEITHER FLAME NOR 
SORCERY, FOR DID HE NOT 

WEAR THE AMULET OF BRASS- 

THRONED KHORNE ? 

His NAME WAS 

SLEBAN FOULHEART— 


We 
Os 


MA 
| 
fi 


ci 


3 \\\ DN 
Ss Cc 
\\ 


\ ; 


& 


~ 


on 


HEY DROVE THE DISHEARTENED FOE 


1TH Dé 


zACK INTO THE LYNSK, AND. 
THOSE SPARKLING WATERS RAN 
MON. 41000. AND 


$9.17, WAS THAT 
KAceB DAARK 
Gureneo Te 
PORTALS, OF. 
PACKCE PRAAC— 


79 


C-CERTAINLY: 


TREE 
srosele sty 
BREF HE pu 


ARIA 
ERS. 


80 


WTHERE SHALL Come 


Way srouce 
Pe? vou? 
PRAAG [5 NOTHING 
Fo Me! 


BECAUSE IT 

ist PROPHEsIeD: 

BECAUSE you 
‘Ake were? 


Ml 


Their Life In Your Hands! 


FOR ALL THE EXCITMENT OF FANTASY AND SCIENCE FICTION ADVENTURE, YOU NEED 


THE ROLE-PLAYING GAMES MONTHLY 


(E11 for 12 faves (one year) 
ase TTS =r PLEASE SEND MY MAGAZINE TO : 
£5.50 for 6 ksues ( one year) NAME 

enclose £5;50 to start my subscription st issue] ‘ADDRESS 


me 
£1.25. Please send me it hot off the press! 


GAMES WORKSHOP MAIL ORDER, Chewton St, Eastwood, Nottingham,NG16 SHY. Tel : (0773) 769731/ 769522" 
Please make all cheques payable to Games Workshop Lid. Visa,Access and charge cards welcome. 


THE NEW CITADEL COMPENDIUM SELECTION 
The current citadel range illustrated 


BELLICOSE BESTIARY 
New Warhammer monsters described 


PAINT IT BLACK. 
Painting in quantity 


dellers and painters 


The Citadel range of fine-cast metal miniatures is available from 
‘many retailers the length and breadth of the country. However, 
you do not have a retailer near you, then you may be pleased to 
know that wo can offer a fast and effective Mall Order service 
direct from our factory. Why not write In for details. 


We are also able to take orders over the phone by Access or Visa. 


Tel MAIL ORDER (0773) 769522 
ee 


SUBSCRIBE TO THE CITADEL COMPENDIUM AND JOURNAL! 


SUNCRIPTION DEAL, 


THE NEXT FOUR CITADEL MAGAZINES AS THEY APPEAR: 
(APPROX. QUARTERLY ). £ 6.00 POST FREE 


‘A full range of Polyhedral Dice sultable for use with all popular 
Role Playing Games and Wargames, including WARHAMMER, 


Dice are available in packs containing the complete range of 9 
ifferent types (1 x Four sided, 1 x Six sided, 1 x Eight sided, 1 
Ten sided, 1 x Twelve sided, and 1 Twenty sided Percentile” die) 
‘and alto in packs of two. 


DICE 


FOUR SIDED +50 Por pack of 2 
SIX SIDED +50Per pack of 2 
EIGHT SIDED +30 Per pack of 2 
TEN SIDED. + Per pack of 2 
TWELVE SIDED 50 Per pack of 2 
TWENTY SIDED +50 Per pack of 2 
SET OF SIX £1.35 


GROMS GOBLIN £4,50] 
GUARD - 1 command model 
+9 troopers 

DARK ELVES £4.50] 


L command + B troopers 
WOOD ELVES. £4.50] 
Leommand + 8 troopers 
ares £5.50] 
command + & troopers 
HIGH ELF CAVALRY £450 
1 command » 3 troopers 
GARGOYLES £4.50 
command + 3 troopers 
HIGH ELF INFANTRY £450 
2 command + 8 troopers 
ORC ARTILLERY £4.50 
2 bolt-throwore + 4 crew 
HOBGORLINS £4.50] 
Leormmand + 8 troopers 
CHADS MONKS £4,50 
Leommand « 8 troopers 
AVENGING KNIGHTS £450 
command » 8 troopers 
GIANT BLACK ORCS £4,50] 
Teommand + 8 troopers 


GOBLIN WARLORD'S £6.50] 
SHARIO 


eR 


Choos Black 
Blood Reg 
Bronzed Floss 
Woodland Green 
Enchanted Give 
Suniorst Yellow 
ithe Sven 
Shining Gol 
Rotting Flesh 
Goblin Green 
EitGrey 

Worm Purple 
Hebgoblin Orange 
Ore Brown 
Spearatatf Grown 
Swamp Brown 
Chainmai 


TADF 
| sas 
if PAINT SETS Y 


SETONE (Points 1-9) 
SET TWO (Paints 10-18 ) 


CITADEL 


ADVENTURE PACKS 
Prepster wrt Se a oe 

FiouTeRs sp each om cawar 

wzanos oor > Player Character Pack VIZARD ACORN 98 

clerics 1130 for CLERIC WITHIMACE £1.95 STROERARA 

THIEVES Boenh Player Charscter Pacts FRODO THE HOBBIT £1.95 

SWAnes pes mee 295 FRG0O THE HOSaIT £154 

RANGERS a0 for 3 Player Character Pace Rial tate Pend 3 

frovewves £190 for3 SIMD 

Darkewves E30 for 3 E21 BOROMI 

RALEOR CS E130 for 3 BRON | oon 

HALFLINGS Player Character Pack Rovart 

Guone's RANGER 2095 a aS 

Gostins Bio for 8 Player Character Pack byt 

Storumos E30 for 9 Rssasone ‘295 ain 

ORCS £1.50 for 3 Player Character Pack TTHILIEN 

SKELETONS ep each babi 95 TUMUEN esor sates 

UNDEAD SAMURAL 0p each Player Character Pack even 

UZAROMEN Esp cach Frossrer me BLS) case, SORES rest ties 

thous ES Gach PLATEMARL woes 

DARCELE 11.28 foe and reine ELVES cots 195 

LIZARD RIDERS Cold One meant PeMALe MAGIC £195 gectorens (ne 

CREATURES ELS puel otT mal 3 

Teneclo ond tere 

Giant ores 9s each = Nes 

SROcLODvies Dp ons 

MEAT ARMS) E95 for Peviave cLentc eos aan 

CHAOS BeASTMEN £195 for 8 Player Crt ace HAL Fone 

Ghinos SNAKENEN £198 for? BARD ‘95 ieee wenn 

SOCLIN FANATICS £195 for Doane Rear UR 

Grace gonn £198 tre Banani, 9s Seer) IE 

Sinan Rareraire D9 

HoprSuRos wit £1.95 pack of ae ORCSOF THERED Hh 

HANDLER Hounds with Handler warn axe DLOG-HALTROLL 4193 
Player Character Pack SOUTMRON EVIL £1.95 

pyeues £1095 fort cater 1.95 sourhanon 

GIANT DEMONS £33 cach Faventure Pack NOE ate 

CARGEMONGTERS £195 each erate EASTER| 

/AMAZONS: 60p each GOBLINS (4) MOUTH OF SAURON £1.95 

GIANT MLLTROUL Eon each eee MOUTH OF SAU 

SUANN fapench Snot O) NAGE 

AOVENTURE PACK £195 per pac BOSSEARS @ BA src DARKE 

eewenmacse. £290 each ie Sau 

DEMONS SARUMAN THE £1.95 

CHADS WARRIORS £195 tors SaRUN 

BOCOCeLRSs pee LORD OF NAZGUL £1.95. 

TOM MEIER'S ‘Pepten eintanry BLACK RIDER £1.95 

feves Shemsty RINGWRATTH 

TREASURE CHEST tp for? CORSAIREOF EL 

Love wou fap each BUERCAR EVIL ares 

BAMTLECARS E90 Yor3 large wanes 0 amen iki 

bra sll SAMUGIN- SEA DUNHARROW 

SPACES IPS Deseee DEVILS (3) BARROW WIGHTS — £1.95 

DreaonoucHT Ess cach Brow Dank Paes 

Soaceoutps eves RE CORNS 2195 

TOWNSFOLK & ‘£1.95 for 5 GITHYANKI D3): KNIGHT OF £1.95 

VILLAGERS DOL, AMROTH 

‘CHAOS RATMEN +£1.50 for 3 'GORGON ARAGORN KING OF £1.95 

Seavent Srinces (s) SoNDOR 

Banos £10 for? ingen WoL Tee HOBatT 
BuiveDocs () Pemsoniauiry PACK 


chronicle OWL BEAR TOM BOMBADIL 


GIANT BLACK ORCS £2.50 for 3 SEE = 
HOBGORLINS 1:50 for ey 
KOBOLDS: 5p for 2 RUST MONSTERS (2) £1.95 RUINIEC aUEST 
GIANT OGRES ELL2S each eee 
ORC WOLF RIDER £1.25 

CAVE GOBLINS 6p each CHAOS ROO 


PVC 


JUDGE DREDD £1.95 pack 
302 JUDGE ANDERSON £1.95 pack 
303 PERPS £1.95 for 3 


STO] USSENTERPRISE £1.95 


Newstyle 

703. KLINGON D-7 11.95 
Battlecruiser 

S715 ROMULAN WINGED £1.95 
DEFENDER 


FIGHTS FANTASY ~ 


‘0mm Plastic Figures 
FF1 MYSTIC WIZARD 1 65p 
FF2 MYSTIC WIZARD 2 —65p 
FF MYSTIC WIZARD 3 65p 
Fra MIGHTY THEWED — 65p 


PL OWARF (3) 


FF? HEROIC KNIGHT 1 @5p 
FF8 HEROIC KNIGHT 2 65p 
FE9 HEROIC KNIGHT 3. 65p 


FF10 WARRIOR OF 659 
CHAOS 1 

FFL. WARRIOR OF 65p 
CHAOS 2 

FIZ WARRIOR OF 65p 


FFAS RLESS DWARF 1 65p 
FFIA FEARLESS DWARF 2 45. 
FFI5 FEARLESS OWARF 3 659 


Frié DEADLY op 
SKELETON 1 

fray Geaguy op 
SKELETON 2 

rin BEADLY op 
SeELETON » 

Fri9 EVIOOMLINY 5p 

Fr20 EVILGOMLIN? Sp 
Evi cosuNS Sp UNGEONS 
VILE ORC1 655 DRAGONS 
Vice OR 2 ep ane 
SCM bCaE ites 8001 STARTER SET 1495 
FEROCIOUS OGRE? E123 opp ADVENTURERS 
Fenoctous OGRE 3 E135 STARTER 5 s 
PANTEPANTING E13) goog MONSTERS | 
CIDE : 


RULES ANO DICE £1.25 


eae 


INDIVIDUAL HEADS 5p 
GH1  GOLDENFEROES £5.50 
GH2 VILLAINS 5.50 


ime Munstrasitivs mbt 


TAL AANGOR GIGANTIC £9.95, 
LONE Wour 5.50 
ee GIAK ATTACK 
TA2 DWARF 125.95 
JUGGERNAUT Seamus 
TAS ORC WAR WYVERN. £6.95 = 
TAQ ORC WAR MACHINE £6.95 TRAVELLER ISmm  60p for 4 
TAS WAR EAGLE 27350, 
TA6 EMPEROR DRAGON £29.95 Bowed Sets 
TAT —CHAOSBATTERING £29.95 
RAM BCL STARTERSET £4.95 
TAB SAATORGIANT £5.95 ADVENTURERS 
DEMON OF EVI. nce STARTERSET—A.95 
MONSTER BOXES. MONSTERS 
a BC} DWARFLORDS £8.95 
CML CHAOS CHIMERA £3.95 OF LEGEND 
M2 FIREGIANTLORD £3.95 aca CHRONICLE DEATH £4.95 
GM3 DRAGON TOAD £3.95 ConedaNbos 
BCs MOORCOCK'S | sa.95 
BATTLETRUCK ETERNAL CHAMPION 
BT BATTLETRUCKSET £2.50 MEL FELLOWSHIPOF £95 


THE RING 


YTYRENE! 


BARBARIAN 1 
FPS MIGHTY THEWED —65p SPECIAL OFFER [REGIMENT OF 90 DWARFS| 
BARBARIAN 2 
FF6 MIGHTY THEWED —65p 
BARBARIAN 3 


Dai 
oz 
oc) 
Oca 
ocs 
Océ 
oa? 
Nal 
NB2 


081 
052 
Ds3 


DRAGONS 
ORIENTAL DRAGON £8.95 
RED DRAGON £6.50 


BLUEDRAGON £4.95 
BLACK DRAGON £6.50 
FIREDRAGON £6.30, 
ZOMBIE ORAGON £4.95 
GREEN DRAGON £4.95 
SPINED. DRAGON £15.00 
KEVIN PEAT £15.00 
DRAGON 


DIORAMASETS 
DWARF CANNON 


£6 
DUNGEON EQUIPMENT £ 4.50 
GRAVEYARD £450 


WARHAMMER BATTLE RULESE2.95 

SLOODBATH AT ORCS DRIFT £5.95 
Warhammer Battle Scenario 

BLOOO ON THE STREETS £5.95 


Village Pack 
CITADEL JOURNAL 1 150 
CITADEL JOURNAL 2 1550 
Bases 

20mm (SQUARE) zp 
25mm (SQUARE) 2p 
HEXAGONAL 2p 
HORSE/MONSTER (OBLONG) 

(25mm x 50mm ) 3p 
FLYING BASES o5e 
40mm (SQUARE) 69 
PLASTIC SHIELD ‘cop 


